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CREATIVE INDUSTRIES HAWAII OVERVIEW  

The State of Hawaiiôs Creative Industries Division (CID ) is the lead agency dedicated to 

advocating for Hawaiiôs creative entrepreneurs which in turn accelerates the growth of Hawaiiôs 

Creative Economy.  

Comprised of the Hawaii Film Office (HFO ) responsible for the overall management of the 

stateôs off-shore and local film industry development and Creative and Cultural Industrie s 

Office (CCIO), CID is responsible for initiatives which support talent, infrastructure, policy 

development and investment strategies for the statewide creative industries spectrum, increasing 

the capacity for entrepreneurial success while maintaining the Stateôs global reputation as a 

premiere location filming destination.   

Through CID initiatives such as Creative Lab, coupled with state-of-the-art infrastructure 

development, the division is further strengthening the Stateôs creative clusters in film, arts, 

culture, music, design, literary arts, publishing, creative and interactive media ï all integral 

components of Hawaiiôs creative and innovation economy.   

Hawaiiôs Creative Industries Metrics 2016:  

¶ 52,063 jobs, 3,854 businesses  

¶ 6.1% of the state total civilian jobs 

¶ $3.6 billion  Gross Domestic Product (GDP) = 4.3%  of total State of Hawaii GDP 

¶ + 12.8% growth between 2006 and 2016 

Hawaii Film Industry Metrics : 

¶ 2016 calendar year, $244.6 million in estimated production expenditures generated 

$423.2 million of total output, $26.4 million in state taxes and 2,593 jobs statewide. 

¶ $500,000 per year in revenues generated through lease rents of Hawaii Film Studio 

deposited into the General Fund = $5.5 million from 2006-2016. 

 

Through establishing these metrics in film and the creative sectors, CID and DBEDTôs Research 

and Economic Analysis Division (READ) defined the base, emerging, declining and transitioning 

sectors performance from 2006-2016, helping to guide a statewide programmatic and overall 

policy direction.   

Hawaiiôs creative portfolio, coupled with its long standing reputation as a film production 

destination, is the foundation on which Hawaiiôs creative economy is built. CID is positioning the 

state to be a national and global leader in creative sector development as well as a hub for 

creative media and production in the Pacific.   
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EXECUTIVE SUMMARY 
 

Developing Hawaiiôs creative industries has become an important economic development strategy.  

Hawaiiôs cultural diversity and its Hawaiian host culture are brand differentiators, attracting millions of visitors 

to our destination, while supporting a thriving creative industries cluster.  The uniqueness of Hawaiiôs creative, 

artistic and cultural sectors helps Hawaiiôs creative products compete in worldwide markets, while also 

supporting visitor spending and developing the foundation of Hawaiiôs creative economy.  In addition, the 

creative industries and their workforce represent key sources of ideas, content creation for global export and 

provide the talent for Hawaiiôs emerging technology and knowledge based industry sectors.   

In order to capture and track data on the range of activities that can address the broader relationship 

between creative industries and emerging markets for technology and entertainment, the Research and 

Economic Analysis Division teamed up with the DBEDT Creative Industries Division to review more current 

definitions of creative industries and revise the scope of the activities in Hawaiiôs creative sector. This effort 

was largely based on similar work done in Massachusetts. The update adopted the same definition of the creative 

industries as defined in the July 2012 report. The creative sector now overlaps some elements of the technology 

sector. 

Industry Groups in the Creative Sector 

The table below provides an overview of the 13 industry groups in the updated creative sector, 
and their 2016 job count, based on the current definition of the sector.  In total, the creative industries 
accounted for about 52,063 jobs in Hawaii for 2016.  This was up 12.8% from 2006, and up 7.1% from 
2008.  The earnings average was $50,752. 

 

These industries have been defined using the North American Industrial Classification System, or 
NAICS, which provides a rich source of standard data at a detailed level on producing industries.  Without 

Industry Group 2016 Jobs

Marketing, Photography & Related 12,116                 

Performing and Creative Arts 9,198                   

Engineering and Research & Development 5,466                   

Business Consulting 5,124                   

Computer and Digital Media Products 4,997                   

Cultural Activities 3,639                   

Design Services 2,142                   

Architecture 1,983                   

Film, TV, Video Production/Distrib 1,981                   

Publishing & Information 1,966                   

Music 1,317                   

Radio and TV Broadcasting 1,169                   

Art Education 965                      

Total Creative Industry 52,063                

CREATIVE INDUSTRY PRODUCTION GROUPS

Source: DBEDT, READ.  
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that standard data, we would be faced with the need to do special surveys and compilations, which are 
costly and usually not comparable with similar activity elsewhere. 

 The creative sector is a leading sector for job creation.  In 2016, the sector had 52,063 jobs and 
accounted for 6.1 % of the SÔÁÔÅȭÓ ÔÏÔÁÌ ÃÉÖÉÌÉÁÎ ÊÏÂÓȢ  .ÏÔ ÏÎÌÙ ÄÏÅÓ ÔÈÉÓ ÓÅÃÔÏÒ ÃÒÅÁÔÅ ÊÏÂÓ ÄÉÒÅÃÔÌÙȟ ÂÕÔ ÉÔ 
also spawns innovations that drive job creation in other sectors. 

 

 

 As shown in the following figure, the creative sector dir ectly accounted for 4.3 % ÏÆ (Á×ÁÉÉȭÓ '$0 
in 2016, with a value added of $3.6 billion.  If the tourism sector is consolidated with the tourist related 
portions of accommodation and food services, retail trade, transportation and warehousing and other 
industries, the creative sector is the 5th largest private sector in the economy.  This would place it next to 
real estate, tourism, health care and social assistance, and construction.  If the government sector is 
included and the tourism related sectors are not consolidated, then the creative industry is the 9th largest 
sector in the economy. 
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*Jobsin the other sectors by Creative have been subtracted from each industry's measure.
Source:  DBEDT based on EMSI data
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Source: DBEDT, READ 

 

Performance of the Creative Industries Portfolio  

The primary purpose of this report is to measure the performance of the industry groups within 
the creative industries portfolio.  For each of the NAICS-measurable groups in the creative sector industry 
portfolio, a performance profile was constructed that was composed of three primary performance 
measures: job growth, change in competitive national industry share, and level of concentration (or 
specialization) ÉÎ (Á×ÁÉÉȭÓ ÅÃÏÎÏÍÙȢ  4ÈÅ ÆÉÒÓÔ Ô×Ï ÍÅÁÓÕÒÅÓ ÈÅÌÐ ÁÓÓÅÓÓ ÔÈÅ ÓÔÒÅÎÇÔÈ ÁÎÄ 
competitiveness of the activity, while the third identifies likely export industries in the portfolio. 

Combining the measures into a common framework called a performance map allows the 
creative sector industry groups to be placed in four performance categories as shown in the following 
figure (the full report explains this mapping process in more detail). 
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*GDPgenerated in the other sectors by Creative have been subtracted from each industry's measure.
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 Source:  DBEDT compilation based on EMSI data. 

The highest performing industries in the creative sector for the 2006 to 2016 period appear on 
the right side of the figure above.  Industry groups on this side of the map have not only grown jobs over 
the period, but have outperformed the same industries nationally, suggesting that they are gaining in 
competitiveness.  In addition, the Base-Growth ÉÎÄÕÓÔÒÉÅÓ ÓÈÏ× Á ÈÉÇÈÅÒ ÐÒÏÐÏÒÔÉÏÎ ÏÆ ÊÏÂÓ ÉÎ (Á×ÁÉÉȭÓ 
ecoÎÏÍÙ ÔÈÁÎ ÔÈÅ ÎÁÔÉÏÎȭÓ ÏÖÅÒÁÌÌ ÅÃÏÎÏÍÙ.  This suggests they are likely to be exporting some 
proportion of their output, either directly or indirectly.  Furthermore, while relatively small, these 
ÉÎÄÕÓÔÒÉÅÓ ÁÒÅ ÓÉÇÎÉÆÉÃÁÎÔ ÄÒÉÖÅÒÓ ÆÏÒ ÔÈÅ ÓÔÁÔÅȭÓ economy.  Emerging industry groups are not as 
ÃÏÎÃÅÎÔÒÁÔÅÄ ÉÎ (Á×ÁÉÉȭÓ economy, but their otherwise high performance suggests that they are 
candidates for becoming economic drivers in the future.   

Industries on the left side of the performance map face some challenges.  Transitioning industries 
are still growing or holding steady in terms of job count.  However, they are growing slower than their 
national counterparts.  This suggests that they have reached a plateau in terms of competitiveness.  
Finally, declining industries have lost jobs during the period of the analysis.  In some cases, this may be 
the result of unusual factors. In other cases, like information and broadcasting, it may reflect outsourcing 
of services beyond Hawaii and/or significant increases in productivity arising from emerging technology, 
which reduces labor needs.  In either case, these industries warrant closer study to understand the 
challenges and barriers to growth that they are facing.   

Overall, the creative industry groups added about 5,895 jobs to ÔÈÅ ÓÔÁÔÅȭÓ ÅÃÏÎÏÍÙ between 
2006 and 2016.  This amounted to a 12.8 % increase in jobs, higher than the 8.2 % ÇÒÏ×ÔÈ ÉÎ (Á×ÁÉÉȭÓ 
civilian economy as a whole for the period.  The leading performer of the overall portfolio was the cultural 
activities group.  The 2016 earnings average for the creative indusÔÒÙȭÓ ÐÏÒÔÆÏÌÉÏ ×ÁÓ $50,752, which was 
lower than the statewide average of $53,222. 

Group
Change 

in Jobs

Average 

Earnings
Group

Change 

in Jobs

Average 

Earnings

Design Services 13.1% $28,653Cultural Activities 127.1% $49,219

Marketing, Photography & Related 19.9% $28,937

Engineering and Research & Development 3.6% $97,819

Music 20.5% $31,123

Computer and Digital Media Products 3.4% $86,417

Group
Change 

in Jobs

Average 

Earnings
Group

Change 

in Jobs

Average 

Earnings

Performing and Creative Arts -0.1% $21,850Film, TV, Video Production/Distrib 45.4% $65,033

Architecture -9.2% $78,410Art Education 61.5% $8,484

Radio and TV Broadcasting -14.2% $60,741Business Consulting 46.1% $61,907

Publishing & Information -37.3% $58,986

Declining Group: 27.5% of Jobs Emerging Group: 15.5% of Jobs

CREATIVE INDUSTRY GROUPS MAPPED BY PERFORMANCE, 2006-2016
Total Jobs, 2016:  52,063

Average Annual Earnings, 2016:  $50,752

Net Change in Jobs, 2006-2016: 12.8%

Transitioning Group: 50.0% of Jobs Base-Growth Group: 7.0% of Jobs
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High Performing Creative Industry Groups  

Only one creative industry group, cultural activities, registered as high performing base-growth 
industries for the 2006 to 2016 period. 

Three groups, film, TV, video production/distribution, art education, and business consulting, 
were in the emerging category.  This group also performed well in job creation. 

 

2015 Na Hoku Hanohano Awards Alternative Album of the Year, Streelight Cadence,  
Hawaii Musician/Band. Photo credit Soul Session USA 

 

/ÔÈÅÒ #ÒÅÁÔÉÖÅ )ÎÄÕÓÔÒÉÅÓȭ 0ÅÒÆÏÒÍÁÎÃÅ 

Five of the creative sector industry groups were in the transitioni ng category for the 2006 to 
2016 period.  These ranged from the computer and digital media products, which increased 3.4% in jobs 
to music, which grew jobs by 20.5%.  However, while these industry groups grew, their growth rate was 
below the same industries nationally.  As a result, they lost some ground to the nation in terms of 
competitive industry share. 

Finally, the four creative industry groups that lost jobs during the 2006 to 2016 period fell into 
the declining quadrant of the performance maps; these were performing and creative arts, architecture, 
radio and TV broadcasting, and publishing & information. 

It is important to note that the independence of these creative groups is not yet clear.  The 
performance of some groups may reflect strong or weak markets driving other industries for which the 
creative target is simply a supplier.  For instance, the high performance of cultural activities in the 
performance map probably reflects the strong tourism demand over the period, rather than a specific 
local or export market for cultural products.  Likewise, some targets may perform poorly because they 
are tied to another industry that has experienced difficulties. 
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Conclusions and Next Steps 

Work should continue to flesh out the dimensions and opportunities of the commercial markets 
served by the NAICS-based creative industry groups.  This is especially important for the digital media 
and the broader film industry, which are only partially captured in the NAICS film production industry.  
Also needing closer study is the link between specific creative activity and emerging technologies in 
informatio n, communications, entertainment, and the broad range of commercial applications that are 
being driven by innovation.  Learning how creative activity supports and utilizes emerging technology 
can help clarify the skill sets and educational elements that will help make Hawaii a leader in innovation.  

 

 
GVS Connect announced the new broadband fiber service with a live real-time demonstration from Kona, 
Hawaii, to a screening room filled with Hollywood studio executives at Warner Bros. Studios in Los Angeles. 
Photo Credit Psalm Oines



P a g e | 1 

December 2017 

 

I. INTRODUCTION 

 

Development of Hawaiiôs key creative activities has become an important focus of the Stateôs economic 

development efforts in recent years for several reasons.  First, Hawaiiôs cultural diversity and the unique 

heritage of its Hawaiian host culture are major attractions for the millions of visitors that inject billions of dollars 

into Hawaiiôs economy each year.  Without this cultural component to the visitor experience, Hawaii is mostly 

a sun and surf destination like many of its competitors. 

Second, the depth of Hawaiiôs creative and cultural talent and unique artistic content helps Hawaiiôs 

creative products compete in global markets.  Supporting this asset is a market of millions of visitors to the state 

each year, which helps the arts and culture sector maintain critical mass.  Furthermore, visitors absorb the 

creative products of Hawaii in context and share their discovery in the many markets from which they have 

come.   

Third, the creative industries and their workforce are key sources of ideas, content and talent for 

Hawaiiôs emerging technology sector.  Advancement in science and technology has made it possible for the 

development and delivery of new and valuable intellectual property, such as computer animation, mini-

applications for mobile devices and even 3D modeling of potential new products.  While the property rights to 

new technologies like smart phone, tablet, and 3D TV may be owned and licensed by a few, or even just a 

single company, content development stemming from, or using these technologies has no limit in terms of 

products and number of companies that can benefit from content development.   

The Definition of the Creative Sector 

In 2007 DBEDTôs Research and Economic Analysis Division (READ), in conjunction with DBEDTôs 

Creative Industries Division (CID), developed a measure for the creative sector that focused on a number of 

key industry groups, highlighted by film and TV, music, and performing arts.1   

 

 

 

 

 

 

 

 

 

                                                             
1 The Creative Industry in Hawaii, April 2007, DBEDT.  
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CID weaves clusters of music, film and television together to support cross promotion and monetization 
ÂÅÔ×ÅÅÎ ÓÅÃÔÏÒÓ ÓÕÃÈ ÁÓ (Á×ÁÉÉ ÁÒÔÉÓÔÓ ÉÎÃÌÕÓÉÏÎ ÉÎ #"3 46ȭÓ (Á×ÁÉÉ ω-0 on screen, soundtrack and 
CD/downloads. Photo credit CBS. 

However, since that report, several emerging areas have been added to that focus of interest, particularly 

emerging types of intellectual property based on new technologies for developing and delivering content 

through digital media and the internet.  The priority focus by the State on the creative sector is now on a number 

of key activities for which Hawaii has an established competitive advantage as well as areas based on emerging 

technology that can generate valuable exports and high paying jobs including: 

¶ Film and TV  

¶ Music 

¶ Digital media products (such as games and mobile applications) 

¶ Animation  

¶ Workforce development in these focus activities 

To support the evolving development focus, CID and READ determined that a broader definition of 

the sector was needed.  More current definitions of the creative sector were reviewed and the scope of the 

activities was revised based in large part on a similar study in Massachusetts.2   

Actor Chris Pratt in Á ÓÃÅÎÅ ÆÒÏÍ ÔÈÅ ȰJurassic Worldȱ filmed in Hawaii. 
Photo credit Universal Pictures and Amblin Entertainment 

 
In addition to including more technology-based creative activities, the newer Massachusetts definition 

also broadens the scope of industries in the creative sector portfolio to include such activities as advertising and 

marketing, design services, architecture, engineering and research and development.  A report based on that 

                                                             
2 Specifically the North Shore Creative Economy, Market Analysis and Action Plan, ConsultEcon, Inc., Economic 
Research and Management Consultants. Prepared for: the Enterprise Center at Salem State College, the Salem 
Partnership, and the Creative Economy Association of the North Shore, April 2008. 
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framework was done in June 2010.  This report is the seventh in the series, an update of the June 2016 Hawaiiôs 

Creative Industries Report. 

Data Sources 

A major feature of the 2007, 2010, 2012, 2014, 2015, 2016 and current update of the creative sector is 

measurability and comparability.  Where possible, the industries in the creative sector are selected from the 

very detailed North American Industrial Classification System (NAICS).  A rich and reliable array of data is 

available on economic activity based on NAICS.  NAICS data also permits the comparison of Hawaii industries 

against the same activities nationally, allowing better measures of performance.3  The data for this report was 
developed for a recent DBEDT study on innovation industries, which included the creative sector.  They 
consist primarily of jobs and labor earnings that are available annually for detailed industries. 4  Other 
measures such as sales, output and gross product are not available as frequently or in as much detail.  
More discussion on the data is contained in the following section. 

 

 

                                                             
3 The framework was developed by DBEDT in another recent study for the evaluation of emerging industry performance 
See "ÅÎÃÈÍÁÒËÉÎÇ (Á×ÁÉÉȭÓ %ÍÅÒÇÉÎÇ )ÎÄÕÓÔÒÉÅÓ, http://hawaii.gov/dbedt/info/economic/data_reports/emerging -

industr ies/  .  

4 The basic data are compiled by Economic Modeling Specialists, Inc. (EMSI) and processed by DBEDT.  EMSI 
supplements data from the Federal Departments of Labor and Commerce by including estimates of proprietors 
and self-employed jobs, and by estimating data for very small industries that are not reported by the Federal 
agencies due to disclosure issues.   

http://hawaii.gov/dbedt/info/economic/data_reports/emerging-industries/
http://hawaii.gov/dbedt/info/economic/data_reports/emerging-industries/
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Meg LeFauve, screenwriter of the Academy Award winning animated film Ȱ Inside Outȱ ÁÔ Creative Lab 
Hawaii @ HIFF 2016  with Michael Palmieri, Executive Director of Creative Lab Hawaii.                            

Photo credit Kardan Photography 

 
II.  OVERVIEW OF (!7!))ȭ3 CREATIVE INDUSTRIES PORTFOLIO 

Table 1 provides an overview of the 13 industry groups in the creative sector, and their 2016 job 
count, based on the current definition  of the sector.  In total, the creative industries accounted for about 
52,063 jobs in Hawaii for 2016.  This was up 12.8% from 2006, and up 7.1% from 2008.  The earnings 
average was $50,752.   

 

 

These industries have been defined using the North American Industrial Classification System, or 
NAICS, which provides a rich source of standard data at a detailed level on producing industries.  Without 
that standard data, we would be faced with the need to do special surveys and compilations, which are 
costly and usually not comparable with similar activity elsewhere. 

Unfortunately, NAICS is strictly a production-oriented, supply-side classification system, 
meaning that it is focused on firms and industries not markets.  For that reason NAICS data does not 
clearly identify major commercial markets for creative sector products such as digital media, computer 
animation and games.  NAICS does measure many of the likely industries that produce products for these 
markets, such as computer programming, engineering and film & video production.   

While the production-based NAICS data does not provide all the data we would like, it is high 
quality information and comparable with national data.  Also, the jobs associated with commercial 
market activities are contained, for the most part, in the production side industry groups.  With the NAICS 

Industry Group 2016 Jobs

Marketing, Photography & Related 12,116                 

Performing and Creative Arts 9,198                   

Engineering and Research & Development 5,466                   

Business Consulting 5,124                   

Computer and Digital Media Products 4,997                   

Cultural Activities 3,639                   

Design Services 2,142                   

Architecture 1,983                   

Film, TV, Video Production/Distrib 1,981                   

Publishing & Information 1,966                   

Music 1,317                   

Radio and TV Broadcasting 1,169                   

Art Education 965                      

Total Creative Industry 52,063                

CREATIVE INDUSTRY PRODUCTION GROUPS

Source: DBEDT, READ.  

TABLE 1 
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data as a base, further ÅÆÆÏÒÔÓ ÃÁÎ ÂÅ ÍÁÄÅ ÔÏ ÂÅÔÔÅÒ ÕÎÄÅÒÓÔÁÎÄ ÔÈÅ ÃÏÍÍÅÒÃÉÁÌ ÍÁÒËÅÔÓ ÁÎÄ (Á×ÁÉÉȭÓ 
competitiveness in serving them.   

 

It should be noted that not all of the industry groups in the creative sector portfolio are the subject 
of active assistance by the State or local economic development organizations.  The main groups of 
interest include film/TV, music, cultural activities, performing arts and computer services related to 
digital media.  

However, other groups like business consulting, publishing and information, broadcasting and 
architecture, to name a few, have not yet been the focus of development efforts.  This is mainly because 
they have just recently been added to the creative industry portfolio through the adoption of the new, 
broader definition of the creative sector.  The results of their performance in this study will need to be 
evaluated, as well as further investigated, to determine the intensity of development focus that would be 
appropriate for these additional creative industry groups.    

 

Creative Sector Job Growth 

In terms of job growth, the creative industries portfolio seems to have performed above the 
average over the 2006 to 2016 period (Figure 1).  Nine of the thirteen NAICS-based, target industry 
groups showed net job growth over the same period.  Seven groups outperformed the overall state jobs 
annual growth rate of 0.79%.  Cultural activities topped the list wit h 8.55% annual growth.  This was 
followed by art education, business consulting, film, TV, video production/distrib ution, music, 
marketing, photography & related, and design services.  

The four industry groups that lost jobs over the period were publishing & information, radio and 
TV broadcasting, architecture, and performing and creative arts.  

 

 

3ÅÔÔÉÎÇ ÔÈÅ ÓÔÁÇÅ ÆÏÒ ÃÒÅÁÔÉÖÅ ÅÎÔÒÅÐÒÅÎÅÕÒÓȟ ÔÈÅ ÐÁÒÔÉÃÉÐÁÎÔÓ ÉÎ #)$Ⱦ$"%$4ȭÓ  
Creative Lab Hawaii 2013-15 gather at the famed Hawaii Theatre for Hawaii Business Magazine, 2016.  

 Photo credit Tommy Shih and Hawaii Business Magazine. 

 


